THE ROAD TO 
GETTYSBURG 


ORDERS SUMMARY CHART 








enu A (Strategic Orders) Menu B (Orders to Corps) 


LM = Look at Map 
= Status Report 
Designate Commander 


SU = set urgency (combat immediate) 

SM = set march mode (immediate, but may 
only be given to corps 11 (HQ) ) 

CM = set contact mode (combat immediate) 

RT = retreat to hex (immediate) 

AT = attack hex (immediate) 

RE = reinforce hex (immediate) 

XU = exit unit (immediate; confederate only) 

MV = move 

PT = patrol (units with cavalry only) 

CD = change deployment mode 


= set urgency (combat immediate) CS = corps status (immediate) 


set contact mode (combat immediate) EX = exit menu B (immediate) 
move OC = order new corps (equivalent to giving 


= patrol (units with cavalry only) an EX order followed by an OC order) 


Save Game 
End Turn 
= Order Corps 
OF = Order Force 


enu C (Orders to Force) 


change deployment 
= exit menu c (immediate) 





COMMANDS USED DURING MOVEMENT 


1-6 = moves the cursor in the direction shown below 


0 = allows the player to restart or abort a MV or LC order 
Any other key will end the tracing of movement. 





STRATEGIC SIMULATIONS INC 


THE ROAD TO 
GETTYSBURG 


I. CAMPAIGN GAME, 
JUNE 28 — JULY 4, 1863 


In this scenario the Confederate army is trying to live off the land 
while avoiding combat unless an opportunity for a major victory 
presents itself. 





A. Game Time 


The game begins on June 28 (day 1) with the 0500 turn and ends after 
the fatigue phase of the 2100 turn on July 4 (day 7). Rain is expected by 
July 4, but it may occur a day or two earlier or it may never occur. 


B. Special Rules 


1) In solitaire mode the computer will control the Union forces. 


2) Confederate units in rest mode (or Confederate units which 
expend no movement points during the turn) which are not in an 
enemy occupied hex are considered to be foraging. Each hex may 
only support a limited amount of foraging before being depleted. 
Town hexes may be foraged five times (one unit for five turns, five 
units for one turn, two units for two turns plus one unit for one turn, 
etc.), road hexes three times, and clear hexes twice. However, as 
each hex is foraged, the victory points scored for that hex decreases. 
The first time a town hex is foraged the Confederate player will be 
awarded five victory points, the second time four points, etc., until 
one point is received on the fifth forage in the same town hex. The 
first time a road hex is foraged the Confederate player will be 
awarded three victory points, the second time two points and the 
third time one point. The first time a clear hex is foraged the 
Confederate player will be awarded two victory points, the second 
time one point. No foraging will occur in a hex that has been depleted 
(i.e. foraged the maximum number of times allowed by the terrain of 
the hex). 


3) We suggest that the Confederate player place a blank counter in 
any hex foraged (one blank counter per forage). In this manner the 
Confederate player will know at a glance the extent of the foraging 
which has taken place in each hex. 


C. Victory Conditions 


The Confederate player receives victory points for the following: 
Points Received Action Performed 

+300 Union 11th corps eliminated 

+150 Each Union corps eliminated 

+50 Each Union corps demoralized at the end of the game 


+10 Each 10% of a Union corps destroyed at the end of the game 
(not including eliminated Union corps) 


+1to+5 Points awarded for foraging as explained in section B above 


+1 Each Confederate strength point over 300 exited toward 
Washington (i.e. 450 exited strength points would yield 150 
Confederate victory points) 


—10 Each 10% of a Confederate corps destroyed at the end of the 
game (not including eliminated Confederate corps) 


—50 Each Confederate corps demoralized at the end of the game 
—150 Each Confederate corps eliminated 
— 300 Confederate 11th corps eliminated 


Victory is determinined by comparing the total Confederate victory 
points at the end of the game with the following schedule: 


500 + Confederate Decisive Victory 

250 to 499 Confederate Substantive Victory 
125 to 249 Confederate Marginal Victory 
75 to 124 Draw 

— 50 to —74 Union Marginal Victory 

— 300 to — 51 Union Substantive Victory 

— 301 or less Union Decisive Victory 


SCENARIO 
DATA CARD 


‘IL. THE BATTLE OF GETTYSBURG, 


JULY 1 — JULY 3, 1863 


With the accidental meeting of Heth’s and Buford’s divisions outside 
Gettysburg, battle is forced upon the Confederate army. Lee must 
strike quickly and win the battle on the first day, or face a united 
Union army larger than his own. 


A. Game Time 


This game begins on July 1 (day 4) with the 900 turn and ends after the 
fatigue phase of the 2100 turn on July 3 (day 6). There is a slight chance 
of rain towards the end of the game. 


B. Special Rules 


1) In solitaire mode the computer will control the Union forces. 


2) Heth’s division and Buford’s division begin the game with 2 
fatigue points. | 

3) The game begins with enemy lines drawn in Gettyburg based on 
the following: 

Buford entered Gettysburg from hex 12,9 and was the first unit in the 
square. Doubleday entered Gettysburg from hex 12,9. Heth and 
Pender entered Gettysburg from 11,8. 

Thus Union lines are in directions 2,3,4, Confederate lines are in 
directions 1,5,6, and the Union army is considered to have the 
‘original entering units’ in hex 12,8. 


C. Victory Conditions 
The Confederate player receives victory points for the following: 
Points Received Action Performed 
+300 Union 11th corps eliminated 
+150 Each Union corps eliminated 
+100 Confederate units are considered to be the ‘original entering 
units’ in hex 12,8 (Gettysburg) as of the end of the game (this 
can happen if at any time there are Confederate units in 
Gettysburg and no Union units in Gettysburg, see section 
6.2.1.1 for details on ‘original entering unit’) 
+50 Each Union corps demoralized at the end of the game 
+1 Each 1%) of a Union corps destroyed at the end of the game 
(not including eliminated Union corps) 
+1to+5 Points awarded for foraging as explained in section B above 
+1 Each Confederate strength point over 300 exited toward 
Washington (i.e. 450 exited strength points would yield 150 
Confederate victory points) 


—1 Each 1% of a Confederate corps destroyed at the end of the 
game (not including eliminated Confederate corps) 

—50 Each Confederate corps demoralized at the end of the game 

—100 Union units are considered to be the ‘original entering units’ in 

hex 12,8 (Gettysburg) as of the end of the game 

—150 Each Confederate corps eliminated 

— 300 Confederate 11th corps eliminated 

Victory is determinined by comparing the total Confederate victory 

points at the end of the game with the following schedule: 

375 + Confederate Decisive Victory 

125 to 374 Confederate Substantive Victory 

0 to 124 Confederate Marginal Victory 

— 50 to —1 Draw 

—175 to —51 Union Marginal Victory 

— 425 to — 176 Union Substantive Victory 

— 426or less Union Decisive Victory 


SPECIAL NOTE: 


For the purposes of determining fatigue, forage and straggling, the computer will 
check the march mode of the unit as of the end of the execution phase. Example: A 
Confederate unit is in hex 5,8 with force orders to force march to hex 5,9 with 
contact mode initiative while a Union unit stands in hex 5,10. During the execution 
phase the Confederate unit enters 5,9, enters normal march and deploys, then 
enters rest mode due to the initiative order (units with initiative contact mode will 
always initially assume stand combat mode, changing the combat mode only after 
the next reconnaissance phase). Since the unit is in rest mode at the end of the 
execution phase it would recover one fatique point, regain 100 stragglers, and 
forage hex 5,9. 


